
) n 



INTKODIICTION 



Thank you for your recent purchase of 
Wltt'a Notes. You have Just Joined hun- 
dredo of fellow adventurers worldwide who 
demand the very best In adventuring. Witt's 
Notes are available for an ever growing num- 
ber of adventure games. 

This hint book should give you all the 

answers you need to successfully complete 

your adventure. In addition, you should 

find the maps clear and very easy to follow. 

For more Information about our hint 
service, software, posters, save disks and 
more consult our most recent catalog. Also, 
It contains all of the pricing, Including 
the quantity discounts. 



Thanks » 
Kyle 



Copy right (c) 1904 Witt's End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic or mechanical, without permission 
ih writing from Witt's End Assoc. 



HOW TO USE THIS BOOKLET 



As we advertised, this hint book in 
laid out in such a way that you fret the 
clues you need and no unwanted ansv;crs. 
Therefore, many answers are encoded, as 
well as several hidden questions. 

We have tried to make the uncncodcd 
questions as peneral as possible, but 
only you can ensure that the book is used 
properly. That means no translating^ 
emswers randomly and no looking: at the 
back of the book untiTr"you have complet- 
ed the game. 

We advise that you read the G eneral 
Hints section before going on to any of 
the specific clues. The general liints 
section provides information pertaining 
to background, parser, author's style 
and overall purpose. 

Please decode only one hint at a 
time. We feel that you can get the most 
out of your adventure by discovering 
things for yourself. The hints should bo 
used only when you are completely baffled 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false questions to throw you 
off guard. Also, we have provided a 
complete list of objects which you can 
use, but you may see items there you have 
not yet found. 



HUE corns 



To help enaure secrecy for the por- 
tions of the pamo as yet unexplored by 
the player, Witts' End provides a code 
quite simple, yet cryptic enough to avoid 
/gaining the answers at a glance. Basic- 
ally, each letter of the alphabet in each 
word is moved one letter to the right. 

Ex. 

KNNJ TMCDQ SGD QTF 
LOOK IIHDKR TIIIC liUQ 

I'or your convenience a short program 
is provided below (for Apple only) to 
decode the hints on your computer. 

10 MOMK 

20 VTAl) 8: PRINT "EHTER CLUE BELOW:" 
30 IIRZ = 1 

AO VTAB 10: HTAB HRZ: GET CHAR$ 

50 IF CHARi = CURI (3) THEN 180 

60 PRINT CHAR;J 

70 A = ASC(CHARiJ) 

80 IP A = 90 THEN A = 64 

90 II' A = 13 TlllCN 10 

100 IF A<>32 THKN A = A + 1 

110 ClIARiJ = CnRi(A) 

120 IF HRZ = 39 THEN PRINT CHR^(7) 

130 VTAB 1 HTAB imz 

140 PRINT CHARS 

150 IF HRZ = 40 THEN 30 

160 HRZ = HRZ + 1 

170 GOTO 40 

180 HOME: END 

Note: Only letters are encoded, numbers 
and symbols remain the same. 
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GKNERAL HINTS 



Kabul Spy is an adventure with an 
espiona^re theme by Tim Wilson from».Sirius 
Software, Kabul Spy features beautiful 
HiReu color pi^^pl^ics ^ hint function^ 

In many ways, Kabul Spy is an adventure un- 
like any other. 

The goal is to find and rescue prof- 
essor Eisenstadt, who is in a large prison 
outrjide Kabul, As mentioned before, there 
is a liint function which can somethimes be 
of enormous help to you* Often, however, 
the ajiswer to a problem will totally elude 
you. 

This is because Kabul Spy is not al- 
ways logical. The answer to a problem will 
be some elusive word or concept which you 
would never guess in a million years. 

Don't let this get to you, when you 
get stuck, look up the question which per- 
tains to your problem and go on. Do not 
give up and decode every answer. Kabul 
Spy is tough, but it can be solved with a 
lot of effort. 

You must realize that Kabul Spy must 
be played over and over before it can be 
solved. Saving the game will help, but 
sometinios you will make the wrong moves and 
have to start over. Of course, making sev- 
eral saves disks will solve this problem. 



Kabul Spy is laid out in a strange 
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pattern in that locations circle back and 
forth. The map. supplied with this booklet 
does not display all of the locations ess- 
ential to the game. For more information 
about this, see about the map. 

Wilson is influenced greatly by the 
original adventure. Therefore, playing 
that game should aid you in solving this. 
Most importantly, each time you piny the 
game everything along the way should be 
done. For example, a magic word must be 
discovered even though you already know it 
in order for the game to recognize it. 

Finally, there is the parser. Kabul 
Spy's parser contains elusive words but it 
does recognize more than two per line. Re- 
member certain Afghani words are needed, if 
you know where to find them. Good luckl 
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ABOUT THE MAP 



Kabul Spy's map is divided into three 
pages. The first page represents the 
bus depot I Bahawalpur, the train station, 
the Northeast Border, Quetta, in short 
everything up the the river. 

The second page contains the heart 
of the game, the forest, Kandahar, every- 
thing through to Kabul. The third page 
shows the prison, Kabul and the airfield. 
The mine is divided between the second and 
third pages. 

The map can get confusing because Kabul 
Spy is confusing. To alleviate some of 
the confusion, locations in Quetta and the 
Forest (Adventure area) were left out. If 
they were left in, the maze of locations 
and multi-directions would overcrowd the 
map. So we just included, in these areas, 
only those locations or directions that 
are necessary to navigate your way through. 

On the second page of the map is prin- 
ted a key which should simplify the map 
for you. Just remember that we cannot 
display all of the items on each map. Only 
those items that are iimnediately obvious 
are displayed in parentheses. 



DAHAV/ALnjR 



1. What does the cifm ray? 

A. Xnt Idzm r,gd nmd c^d rtj;rr.? 

B. ndd enq xntqrdlce. Fn dzrc. 

C. Ilr. rzxr, Bztrhnrn: Idr Dmfhmd. 

D. Cnm'fj in crdqcK 



2. How do I ^et on the bur.? 

A. Atr, z r.hbjdn. 

B. ::)qx "Phud ^Jhbjds". 



3. Should I ^o to Quetta or IIJ-J Border 

A. Xnt rip;}! tkc rqx anr,,^. 

B. Dhrrdq nmd vhkic cn. 

C. r>gd bnqqdbn olczbd hr ptdnnz. 



4. Must I r,o to prison? 

A. S/rdm xnt r^^'Ud entmc r.fA Idni. 

B. Oqhrnm oqnuhcdr z uzlctzn.kd bktd 

C. Xnt r{:ntkc In sn oqhrnm. 



5. What is in the prison? 

A. Rdd enq xntqrdkc. 

B. Zm nice Izm, z cqzvhmf, zmc z l*t: 



6. IIov; can I sec the drawing? 
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A. Che xnt r.qx hs? 

13. i;xod knnj t'qntmc. 

C. L:/'hr hr zm hlonqnzmr. hktd. 



7. How do I pGt out of prir.on? 

A, Che xnt qdze F.rA cdrbqhoshnm? 

lU Sr^^qd hr y. Itzqc r^qd. 

C. Che xnt mnnhbd xnt rshkk gzud Inmdx? 

1). Vtzqer bzm ad aqhade. 

V:. Xnt Itrn neodq z k-ns. 
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QUETTA 



1. What in under the bed? 

A. Gzud xnt Icnnjdc? 

B. Hqx "Khes Adc". 

C. Xnt ehmc z mdvrozodq. 

D# Qdzc hp zme kdzqm zefrczmh vnqcr. 



2. What doen the little boy v/ant? 

A. Gd hr z onnq rhbj b/rhkc • 
D. Gd bntkc trd rnld Inmdx. 
C. Necdq ^hl ndm. 



3. How do I ret to the bar? 

A. Fds Ffd ozodq eqnl r.^d aiix? 

B. V>rd ozodq rzxr DMl). 

C. Sfzc hr pnv anx fns r^qd cqnl nrdq^l* 
U. Rn rn VRV. 



4. Hov/ do I enter the bar? 

A. Che xnt qdzc n/rd edrbqhorhnm? 

B. Sfhr hr z fdkkhrr azq . 

C. Z khrr.kd okzx nrn vnqcr hr (idpthndc. 
U. lis hr pthrul nauhntr* 

E. r,qx "Fn rn f:clkk" 

F. Mns{Thm(' odqrnrnzk. 



^. Whore ir. Hinrin, the n^i<le? 
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A* Gd hr bin s/rd azq . 

15. Zr;j rfd azqsdmcdq, 

C. Mn nmrt fclqqd rodzjr dmJ'khrr. 

!)• (Jlic xnt ohmc G^^d mdvrozodq? 

Vr^'H hr s/rd zefrzmh vnqc enq Vf»^dqd? 
1''. t;qx "Hzx Jniz Ghrqhrn". 



6. rihould I buy a beer? 

/V. II zl rtqd n^^d ztf'rnq vntkc zooqnud, 

Hr: lhff r> Izjd r.f^d azqcdincdq pzoox. 
(* • Xdr, h vntkc. 
1). llf'. cndr jhlik rktfr. 

]•;• Hhinbd r^.'-^dqd zqd mn rktJ'r, vgx anspdq . 



What r.hould I do with the priest? 

A. Gd rddlr snn vskk-edc enq r^frhr bnll- 
trnhnx* 

B. lie Ptdncz rn onnq vf^x hr b^tqbf: 
kziihrf^? 

C. GziAd xnt dudq bqni^rdc qhudq vhsg 
GhTTihin? 

D. Oqhdrr.r zqd jrnnvm zr ezsfdqr nnn, 
Gd hr udqx rtrohbhntr knnjhini • 

I'\ Gd Itrr; ad r/^ns • 

G. o^'hr vzx xnt zqd mnc qnaadc. 



8, Ir> the art important? 

A. Hr; hr udqx mhbd sn knnj zs. 

B. Adxnrnc sgzr; hr tmhlonqnzms . 
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IIORTHEAHT DORDEH 



From Train 



!• V/hat ir. under the bod? 



A. Rdd enq xntordke. 

B. yqx "Khes Ado". 

C* Xnt ohmc z Izfzyhmd. 

D. Qdzc hr zmo kdzqm zel/^zmh vnqcr. 



2. How do I une the lojfc? 



A. Trd hr. zr z qzep. 
D. SpA knf bntkc eknzn. 

Tmenqstmzrdkx hs hr trdkdrr. 



3. Can I crocs the river without lorin^^: 
my r^tuff? 

A. Rlnn r^^Q^^* 

Sf:d btqqdmn hr rnn rnqnmf. 



A. How can I /ret back to the train staion? 



A. Jddo fnhinf rntr.r^ 
B* Xnt bzmmnn qdr.tqm. 



5. Should I have r:one to Quetta iirr.t? 

A. Xdr. 

B. Xntq hmrrqtbshnmr vdqd r.n Iddn.,, 
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C. Glirqlun ohqrn hrn Pttlr-nz. Xnt bzrn... 

I), iiiriudq bnl olrdrd n/r^i J zld s/'*hr vzx, 

i I 

From (>uulta 

1 

b. Vi/hcro in the lof^? ' 

A. IrnT hr zs n/^d nsf-'dq bqnrrhmr. 

H. Hrhr hr z rhCin s/'-zr. c.^hr hr sf:d... 
C. qh(7'*G okzbd sn hqnrr. 



7» llov/ do I keep rny equipment dry? 

A. Xnt qdzkkx bzm's. 

B* Lzsbp-dr vhkk zkvzxr ad qthmdc. 

0. Bhfzqdp,sdr on rszx khs. 



8. How can avoid the thieves? 

I 

A. r>rc\ G/^hdudr zqd udqx ctshetk. ! 

ZfTdx qdzklcx Icnud s/^dhq ezGf:dq. i 
C. Ezsf:dq hzm zkrn Idzm oqhds* 

!)• ufHl oqhdro hr z bnlltmhrn. j 

E. IvidwG r.hld jhkk cfrd oqhdrc. ^ 
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!• V/hat ii\ the importance ol Lho si^n? 

A. Z mnr.d eqnl rlnjdx r>fu\ fidzq? 

Knnj nts enq r./^d zqrninlnM. 
C. Vf dqd sj^^qd'r chqd r.r<lq<l'i* vzq . 
D* Zs kdzrs hin Zef f:zmhrcziii . 



2. This place looks Jamiliai*. Ilnve I been 
here before? 

A. Hs'r udqx onrrhakd. 

B. Gzud xnt okzxdc Izmx '/(uuliiustqdr? 

C. Sf^hr v^nl^fi zqdz hr szjdm cqnl Zc- 
udmstqd. 

D* Mhbd sn jmnv vpzs hs knnnr khjd. 



3. How do I lif?:ht the lamp? 

A. Sf!;hr hr z Inrs cheehbtkr. oLyykd. 

B. Rnld Izsb^f^dr Ihf'r^^ pdl.o, 

C. Xnt rn'^tlcc /^zud rnlds/^luiir li^zs atqmr. 

D. Khs bhfzqdssdr cnm's iM,*. vds, 

E. Xnt rf^ntkc khfps nmd adi^nqd bqnrrhml\ 
V. Sf^dm fn M DRV zmc dmr.dq. 



4. V/hat does saying Plu^h do? 

A. Cndrm's ptqs sn sqx. 

D. Sfzs ozqs ne sgd bzud Ur l)knrdc. 

5. How do I open the f'rate? 
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A* Vp:dqrl hr rrA Icnbjohbj? 

B. Wq xnl; bzin akzrr. vhr.f cxmzlhsd. 

C. Itrs tra r-rA jdxr, Fddy. 



6. What in hlio nocklace for? 
A. Clizlnincr lizm bts I'kzrr. 
C. Hs hr z riqdzrtctd. Fhudr Inqd onhmnr. 



?• Hov; do I unclof'; the debrin? 

A. Chudqr: r^d rcqdzl. 

D. Lzxad rz:<hmf vocyyx vhkk f:dko. 

C. EnqJdn hr, hs vnm'G vnqj. 



KAriDAIIAR 



1. Where is tlio r.ta.ff? 

A. Qdzc fMlrb(|horhnmr . 

B. Nkc ] 7.m vyn rdkkr o^cnr f zr hr>» 
Needq /Mil rnld Inmdx, 



2. How do T l I the Grud? 



A. Rn'iiJ-l^^^' ^ (Midnn^n vnqj. 
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B. Lidhrf'dq cndr rrzaahml vli:;/^ ,iinhcd. 

C. ^)/^d J'qtc hr udqx on vil(i(^ l!i . 

!)• H/^hr hr v.f'i} nmkx qnnl hiri n^d bzud. 
E. Gd cndrm'n f^zud rn juI .ihkKdc. 
V. Itrs szjd nfd J'nkc '/.inc. hdzud. 



3. What docs the wall say in tho Gixid's 
Den? 

A. Vdkbnld? 

B. Rzx rthqhr zmc ozsf nodm ndonqd xnt. 

C. lis cndr mns vnqj hm y; hr bzud. 



4. How can I befriend the I r?iii L.'ins? 

A. )Cnt cnm^s fzuA sn In ]dn«'« 

B. Gnvdudq sf^dqd hr z v/.): iwx adeqhdinc 
srdl • 

Xnt rp-ntlcc qdzc cdrh(| ho:- luimr. 
D* Sp:d Izm hr .izmcz^^zq rdl:!:r jf';nldinh 
o^^nsnr . 



5* V/hat do the markin,^*s in \A\c cave mean? 

A. Gzud xnt knnjdc zs V 

B. Vjqx "Rnnn Vzkk' . 

C. i)C.h^ cqzvhrni' hr z ur.l l.'/.nl:d birtd. 
!)• Hs rfnvr z rdbqds oi; i r*/. rd trncdq 

oqhrnuu 



6* Can T save the soldier? 

A. Gd hr cxhiul'. 

B. T.ln ats xnt bntkc szl;.| i d r^il. 
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I). Ghr viKirrr :'.qd fzqolalc nts rdlcoetlr. 
K. Gd r7.yr ru zrj nzn lun jzatk, 
Gd flnulr r-d vnqc nzqr 



7. V/hat IP l.lio v/orlc Tnrn....? 

A. Gzud : ;.ci(irn r>n izhk hm az^ZYzkotq? 
n. Knn.i y-r^ rrd nko Izrn^r cqzvhmf. 

JJ^^ rnzld ne nrd ahJ' oohrnm. 

i^)r:d vnqo l.r szqrhczm. 



8. flow do T in the tank? 

A, Xnt ]ndd(^ r. jdx. 

T3. r,pd nd>:r twid hm r.rfl vdkk^ntrd. 

C. JTnt vhkk rr.ud rn in azb,i. 



9. Whcro do T drive the tank? 

A. Khqrr. \)r ] irr. ad ehwdc. 
n. Xnt m(ld(> rrd vqdmbr. 

m'T""/^''^'' ' ''^^ J^'i'^ 
). Cnhud hr: r / qntl'r nrd Ihmdchdkc. 
I'i. Ifnqq.x r^-r| cjzm.i bzmmnr, ad ohwdc. 
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10. v/hat does the rebel wanLV 

A. ufid qdadk vzmr.r r>n Jlilil: xnt. 
D. Rn ,ihkk f^hl ehqrn. 
C. Vyf^dm szjd nrd rhkud(i. 



Tim MINE 



1. How do I er.cape I rom th«' mi no? 

A. oj^':dqd zqd ovn vzxr. 

B. Nrnd vzx hr en chf xnUj v/.x ntn. 

C. Xnt rf^zkk mddc nf^d r^ nudl:. 

D. Sgd nSj^dq vzx hr sn nodm v>[Td cnnq . 



2. IIow can I open the iron dooj? 

A. IIg hr hlodquhntr t^n i^fYmV . 

B. Lzxad hs hr qtrsx. 
0. uqx nhkhmf hs. 

B. iSiP-d cnnq Itrs ad noflmdc nx Izi'hb. 

E. Vdqd xnt hm Sfrd f'qtc'r cdm? 

P. Rzx rthqhr ( rhqhtr i-odkl.dc azbjvzqc). 



3. What is the emerald foj? 

A. Hs hr z sqdzrtqd. 

B. ?lfci rzld s^^hmf s^d i hkndci hr enq. 

C. Vnqsf^ Inqd onhmsr nm hnloKdshnm. 



''I. Hov/ do T ()?»rMi the trap door? 
A. Jdxr? 

n. Gnv 7.;nil.r' rzxhmf "rizqrhc^m". 
(/• Che ;<mI dvv7,lhnid nf^d cnnq . 
D. or:d cniKi hr udqx qtrrx. 
E# Otr nil (I nlilc nm nfd cnnq. 



5. y/herc ir. Uir« r, hovel? 

A. Ilr. hr udf]:: cheohbtkn rn ohmc. 

li. Z aqlirfd rum ezq... 

C. Iln hr o'/.rf. Gfd ahf rnkd . 

U. Knn,i Izo. 



KABUL 



1. How do I / f-l. over the bridge? 

A. J^^zr hniiri'dr rrA qzuhmd? 
n. Hrd zinrv'if! hr qhchbtkntr. 
0. Xnt vmU'.c mdudq ftdrr hm z Ihkkhnm 
xd zqr . 

1). Hnldnind ; r.r cqzvin z aqhcfd. 
I'J. r.^d- vnqc hr cqzv . 

l'\ Vr^'^r: hi' ^fr/.vm bzm ad dqzrdc. 
0. ::xod Mf|:.rri aqhcTd* . 



P. How cnn Uic / nto l)e opcnod? 
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A. Zc r.fJ zhqehdkc. 

B. Zinnn^dq r.ntJ7':hd. 

C. ovn udqar vhlck vnqj. 

D. Vi^zs f^zr addm rds:,,. 
IC. Dzm ad qdrdr. • 

P. Sqx dhr^f'-dq rnqnad i :',::tl nq qdrds I zr.d* 



3. Where is the tunnel undcM* tlio wall? 

A. Xnt f"/.Ui\ fns s^^d vqiimi olczbd. 

B. Gf^hr hr sfi-d zhqehdkt- mnn iJfd oqhrnrn. 



4. How can I f^et in the pi .1110? 

A* Sfd okzmd hr Imbjdc. 

B. Sf^dqd hr z f^nkd hm rhod. 

C. Rnlds/^hmf ehnr hin f^dtjd. 

D. Xnt mddc cduhbd r.n nodi.i bnbjohn, 

E. Ots r>p:d cduhbd hia r./ il okiund. 



5* Hov/ do I see the object more clearly? 

A. Xnt Idzrn vdrs ne s^d Id'/.cuiv? 

B. Zmx bzqqnsr zqntmc? 

C. Rnldsrhml zs s/^hr knhi^j .hum f^dkor. 
D* Vp-zs hr hm Idzcnvr? 

IC. Lzxad xnt fzud fkzbjjL li: ( l»'nc Enqahc). 
P. rjqx "Rlnjd rnld Cqzrr". 
G. Z^;^zl 



6. Where are the bomb she l Lu'ItV 

A. Sin:d eqdd nmdr? 

B. Sqx sr^i bnlqzcd hiam. 

C. Hs hr svn alrnbjr cnvm jqdlkhm zud. 
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7. V/hat (1.0 .1 (In in the tavern? 

A. ni::qh;if1 to v. bnmudqrzrhnm • 

n. Zr airUir'diiKMlq zants Icnbzk znsqzbr. 
hnmr . 

C. Zr,i r.rnitG r.,":d oqhrnin. 

1). Grt rod'/.jr inn (Imfkhrr* 

]•;. Ehmc nlf- r ; d mzld nc oqhrnm. 

P. [Jqx r'/.v .jniz r^zqrhczm. 

(i • Rnqq::, i-m nnla r^ilvr.dqr. 



n. How do 1 /^oi. in the helicopter? 

A* Xnt Id ^'111 hill jzatk. 

\\. Vr^ rnnr* r cr* hr;7 

C. Fdn r;rr| fi:.T r eqnl rrd nkc Izni. 

1). I'lnqldr hr <, li/^dqd hr mnnfihinf hlonqnzmr. • 



0. V^hnt doof Uu^ Inkeeper ray? 

A. Gd hr ihnlu.iC xnt chqdbrhnrnr • 
n. Tiqx hdzuhinl r?^d hmiTi, 

Fn vdr:*. 
1). [;/^liT* hr- indv knbzrhnin. 

Gd rzy. r I n vdrn r./^din Tnnqrr- 



10. How do I ret acroiiir. th^: Imlc^? 





I tlohml? 








M{'d rn'-ffl udqx C(i'i'>. 






c. 


Xnt riKldc ii aqhcl'd. 






1). 


T.'/.xud rnlclr.fclunf bnti ■ 


[:(! Otj: 


nud() 




hr.? 






K. 


I)ud(i ok%>c 'zcudinr.tqdV 






V, 


Vf'/-r. liscd aqhcfd In.i 


admtj: 


;d? 


G. 


L;qx vr-uhmf z qnc. 






U. 


Otr. Df^d qnc Viin r.f.d , nl. 


ii . 





PR I r. on 



1. llov/ can T crorr the niirx iiuld? 

A. Srdqd hr v. ^7.o ne hr . 

n. ilrdqd hr viix rn hf.lL.i i nq Ihindr. 

C. Xnt laddc r.<rd jmhed. 

D. Sqx rdzqV)rh'nr nq oqn iIpmI'. 

Trd z chqdbrhnm Ichjd (xii i.d dir.rr. . 



2. What do I do to ret thr>..', h Lhe Fence' 

A. Qdzc cdrbqhof:hnrar, 

(J. L;q:-r rfnnrhiiij' I'tzqc vli; , ohrr.nlr. 
IJ. Trd viCl qhelcd. 
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E. Ltrr^ rr.Vfl f.rd atkkdr. oqnl irido, 

F. Btr: r:/ d t dmbd vhsf^ rr^ vhqdb tcrdqr . 



3. r.Uint I U)iou..n-h the minefield? 

A. I;ln, ::mI miu'r ,rrzud rn, 

D. J!/^dqd In* r. Inqd rtas^kd vzx. 

C, Gsud ;:nl. dndq addm hra ^^r^l rlzkl: bzud . 

I). r;,^-dqd lir* cqr^vhrnf nm rf(^ vrJrk. 

Ilr lynivr rvtmmdk trncdq v{'d oqhrnnu 

F# ilyd I tiiiridi; kdzcr hmr.n n^d oqhrniiu 

C. Ilf-! dv/hr ?' J'rqntff: z r>qzo cnnq. 

/I • IIow do I / ol; i^ant "rometliinr barring: my 
v;ay"? 

A. Xnt 3\^mIJ:c jmnv fnv r^hr i zld vnqjr 
ninv. 

B. Ih) hr V, ()i.:;x nm vnqcr. 

C. eV'd jcly v)if|c hr azqqhmr. 

D. »Sqx l<Ii' .'i':<ir. 



'j* What do :i (1(1 with the rrofenr.or? 

A. Bnmfq' ?' I '-T-hnmrl 

B- Fdr: fh\ nl.r no rdqcl. 

Xnt b]il;l:f fMldc ^:hl . 
0. Nq fhiMl .1,1 rnld vzr;dq. 
J-;. Tizjd / hi rn r.^nrj zhqehdkc. 

Rkx :;v::>; p,n r.frd LIIP. 
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COMPLETE LIST OP ITEMS 



This list contains only thot^e items 
that can be picked up and caiiled. It 
is intended as an aid for the player who 
needs to know what he is miuLjin^^. It 
should not be studied too clos:>ely by those 
who have not yet solved the f'amo* 



Money Belt 

Rubles 

Pistol 

Knife 

Cyanide 

Bus Ticket 

Train Ticket 

Newspaper 

Magazine 

Log 

Cage 

Rod 

Necklace 

Keys 

Lamp 

Pood 

Water 

Cigarettes 

Gold 

Photo of Khomeni 

Staff 

Rifle 

Diamonds 

Silver Bar 

Wirecutters 



Oil 

Emeiald 
Beer 

Rille Bullet 
Device 

Piece of Paper 
Shovel 
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JUST FOR FUN 



Each or tliene suggestions should really 
only be tried after one has solved the game. 
In fact, junt looking at some of them might 
give away problems. Also, many of them 
result in death, and unless you have just 
saved .the game, you may not want to risk it. 
But anyway , . » 



Have you ever tried., , 

Saying "Hello" to Sally Struthers... 

Typing Probe north etc. (While not in the 
mine field)... 

Killing the old man... 

Crossing the river (without shooting Father) 

Offering the boy less than 10 rubles... 

Walking into the Iranian camp (without 
Photo) . . . 

Reading the sign (in awkward canyon)... 
Shooting the soldier... 
Eating the cyanide pill... 
Smoking a cigarette... 



\ 



We hope tliat you have enjoyed the 
use of this booklet y and that you have 
received the maximum benefit poasiblc. 
If you sliouid still be liaving any problems 
with this game, feel free to send in your 
queries. We will try to answer your letter 
as soon as possible, providing you with per 
sonal service. 

AlsO| should you have any complaints 
or suggestions about this, or any other of 
our products, feel free to j/rlte us. 

Your purchase assures you a free 
catalog with your order and quarterly up- 
dates. Anyone can order another even If 
they have not purchased any of our products 




